ELECTRONIC ARTS © 


Limited Warranty 


Electronic Arts warrants to the original purchaser of this computer software product 
that the recording medium on which the software programs are recorded will be 
free from defects in materials and workmanship for ninety days from the date of 
purchase, Defective media returned by the purchaser during that ninety day 
period will be replaced without charge, provided that the retumed media have 
not been subjected to misuse, damage or excessive wear 


Following the initial ninety day warranty period, defective media will be replaced 
for a replacement fee of $7.50 


Defective media should be retumed to: Electronic Arts 
390 Swift Avenue 
South San Francisco, CA 94080 
tive packaging, accompanied by (1) proof of purchase, (2) a brief 
t describing the defect, (3) a $7.50 check (If beyond the initial ninety day 
warranty period), and (4) your return address. 


WHAT IS NOT COVERED BY THIS WARRANTY 


THIS WARRANTY DOES NOT APPLY TO THE SOFTWARE PROGRAMS THEMSELVES. THE 
PROGRAMS ARE PROVIDED “AS IS.” 


THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, 
EXPRESS OR IMPLIED. ANY IMPLIED WARRANTIES, INCLUDING IMPLIED WARRANTIES OF 
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED IN 
DURATION TO NINETY DAYS FROM THE DATE OF PURCHASE. ELECTRONIC ARTS SHALL 
NOTBE LIABLE FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES FOR BREACH OF ANY 
EXPRESS OR IMPLIED WARRANTY. 


Some states do not allow the exclusion or limitatior incidental or consequential 
damages or limitations on how long an implied warranty lasts, so the above 
limitation of exclusion may not apply to you. This warranty gives you specific legal 
rights, and you may also have other rights which vary from state to state. Address all 
correspondence to: Electronic Arts, 2755 Campus Drive, San Mateo, Califomia 
94403. Or call us at (415) 572-ARTS. 


Unless identified otherwise, all programs and documentation are 
©1984 Electronic Arts. 
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How to Play 


Seven Cities of Gold 
Apple II Family 


Seven Cities is a game of discovery, The instructions on this card will 
help you get started by telling you how to create a map disk and 
how to make one complete trip to and from the New World. You may 
then turn to the manual (inside the front cover of the package) If you 
want additional hints and information. 


4. MAKE A HISTORICAL MAP DISK - Boot side 2 of the game disk (l.e., 
put the disk In drive 1 upside down and turn on your computer or 
simultaneously press Open Apple, Control and Reset). Side 2 
contains the map you want to copy as well as the copy program 
itself, so when you see the message, “Insert the disk you want to 
copy from and press ‘space’...”, just press the When you 
see the message, “Insert the disk you want fo copy fo and press 
‘space'’...”, Insert a blank disk. Continue following the prompt 
instructions as they appear (remembering that side 2 of the program 
disk Is the disk you're copying from) until you see the message, 


“Good copy...” 
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1492 — 1540 
The Age of Discovery, Exploration and Conquest. F 
The Stage of History Belonged to Spain. Now it Belongs to You. — 


SET SAIL from Spain. Outfit your expedition and head west into the unknown. 
And if you make it back with gold and maps, the Court might make you a 
Governor General or even a Viceroy. 


DISCOVER the New World. Explore the Mississippi and the Amazon. The Great 
Lakes. The Straits of Magellan. Hidden gold mines. And 200 different native 
settlements, from small tribes of hunters and farmers to the mighty cities of the 
Aztec and Incan empires. 


AZTEC AND INCA cities have the most gold. But how will you get it? Trade? 
Trickery? Treachery? Conquest? The natives are the key to your success. And a 


mirror for your soul. 


OVER 2800 SCREENS represent the worlds you'll explore, building computer 
drawn maps as you go. In the historical game you'll create an accurate map of the 
geography and populations of 16th Century North, South and Central America. 


And then, when you're ready... 


RANDOM CONTINENTS. Face what the conquistadors faced. Ask your 
computer to dream up New Worlds, worlds never before seen by anyone. Then test 
yourself against the utterly unknown as gold and glory, out there somewhere, draw 
you ever deeper into an incredible fantasy of your own creation. 





EET Aiea | Software ©1984 Ozark Softscape. Package design ©1984 Electronic Arts. Simultaneously published in Canada and the U.S.A. Screen photos represent Atari version 
only. Others may vary. Apple is a registered trademark of Apple Computer, Inc. Atari is a registered trademark of Atari Inc., a Warner Communications Company. 
Commodore is a registered trademark of Commodore, Inc. No part of this product or any output of this product may be offered for sale without express written 
permission from Electronic Arts. 

Special thanks to Ms. L.A. Strickland and the Office of Arts and Libraries, Government Art Collection of London, for use of the artwork which is reproduced on this 





package cover. 








ELECTRONIC ARTS™ 





About Our Company. We're an association of electronic artists who share a common goal. We want to fulfill the potential of personal computing. That's a tall 
order. But with enough imagination and enthusiasm, we think there’s a good chance for success. Our products, like this one, are evidence of our intent. If you'd like a 
product brochure, send $1.00 and a self-addressed, stamped envelope to: Electronic Arts Catalog Request, 1820 Gateway Drive, San Mateo, CA 94404. 


Electronic Arts provides a limited ninety day warranty on the recording media. See limited warranty statement enclosed. The warranty does not apply to the software programs themselves, which are provided AS IS. 
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From The Historical Record 


Columbus’ critics were right. If there had been no American continent, no Spanish fleet of that 
era could have completed the ten thousand mile expedition across the Atlantic to Japan. They couldn't 


carry enough food. i ‘ 
The food they could carry was no treat — a grim mixture of tough salt meat, hardtack, and dried 


vegetables. Meals were cooked in a wooden firebox embedded in a heap of sand on deck, Sour 
wine and stale water completed the repast. 


Discovery and Exploration — Bring your ships into safe mooring carefully and learn from your ~ 


costly mistakes. Resolye not to lose more ships by inattentively running aground or to the same shoals. 


or shallows. Remember also that if you leave your ships unattended while you set off on long journeys, 
the sailors who man the ships (who are not included in your roster count) just might sail away before — 
your return. = 
As you moye oyer the land think of all who will bless your name for your discoveries. The Court 
and merchants want gold and trade; sailors, other explorers and scholars will be eager to see your.- 
maps. Others in the Universities will be anxious to hear of the surface of the land and of the people 
who live in it. And the Holy Church is ever Solicitous to save unenlightened souls. 


The Church has a powerful ally in your need for food and someone to help carry it. Unless you find 


and learn to deal with some local inhabitants, you’re not going to get very far in your quest for the 
fabulously wealthy cities you hope to find. 


Playing Tips 


1. Imagine a world without roads and jou'll begin to grasp the importance of rivers to the ex- 
plorers in the 16th Century. Your own progress also depends on your use of rivers — @ moderate 
pace on a river moves you. as Jast as a reckless pace on land. 


2. Your computer will build maps for you as_you go. Consult them Srequently. (Your position 
ts always approximately in the center. ) You want to build pictures in Jour head (and perhaps 
even keep journal notes ) of what happened where. Your goal ts to be able to find your way back 
0 useful places and avoid dangerous ones. (One screen measures 120 miles on a side on the ex- 
ploration surface and 960 miles on a side on’ your maps. ) 


vaters beyond Spain. Men die of scurvy or of storms in which@iee 





THE NATIVES 


Making Contact with the Natives — In an 

(save to the novice) unless you take the tim 

signal and move to enter a village, think al 
aggression? Cautious friendliness? Open-handed 
plications and consequences are yours alone to bear. 


There will be considerable variety in the natives 
more credulous, some more hostile, and some m 
would survive and prosper, learn to use your e 
patterns in their responses to your actions an 


Trade or Conquest — Both approaches are available to you. Both, if successful, bring valuable bearers 
as well as goods. To trade, as the natives will be 


seem suitable), you must deal direct] 
until an aggressive threat causes hi 


From The Historical Record 


Onhis final voyage, Columbus Sound himself stranded-in Jamaica. Alt first the natives Supplied 
Sood; but the voracious appetites of the explorers — they consumed’ 15 to 20-times as much food 
as the natives did themselves — soon put them out of favor. The Spanish were slowly starving. 


Columbus devised a strategem. His almanac predicted a total eclipse of the moon on the last night 
of February 1504. Columbus summoned the native chieftan and announced that Almighty God 
was displeased with their treatment of His chosen emissary. If food was not brought to the Spanish, 
the Lord would darken the moon forever. 


The eclipse began at moonrise. Soon the entire village ran howling to Columbus” ship, imploring 
him to halt the destruction.-Columbus waited in his cabin until the full eclipse phase had passed, 
then emerged and took credit for a Successful intercession on their behalf. 


Columbus and his men ‘enjoyed an ample food supply for the duration of their journey. 





ee ee eee 


Economy 


poor 
Dark brown hunter/gatherer 
rich 
Dark brown hunter/gatherer 
primitive 
Light brown tribal agriculture 


agriculture 


city-state 
confederation agriculture 


advanced 
agriculture 










=. >> ae 
wee Tes 
+‘ 
GREET es 
= >, : eek S = 


STK | 
Tee 


OS * 


SR a lon) ADO UR e) Mee) ED 
By Ozark Sof 


m Apple ll, t+, //e, //c: 64K 
©1984 Ozark Softscape ELECTRONIC ARTS Joystick and Blank Diskette Required 





£ 


' ne es 
*% 


= § 





rR “RS ts tay 
Se 


THE SEVEN CITIES OF GOLD 


|e) OF atu ate le) inver:} a1 





SPECT : Apple ll, li+, //e, //c; 64K 
©1984 Ozark Softscape ELECTRONIC ARTS Joystick and Blank Diskette Required 








Blank Diskette Required 


esa 7 en 


4 


ELECTRONIC ARTS™ 





Limited Warranty 


Electronic Arts warrantsto the original purchaser of this computer software product 
that the recording medium on which the software programs are recorded will be 
free from defects in materials and workmanship for ninety days from the date of 
purchase. Defective media returned by the purchaser during that ninety day 
period will be replaced without charge, provided that the retuned media have 
not been subjected to misuse, damage or excessive wear. 


Following the initial ninety day waranty period, defective media will be replaced 
for a replacement fee of $7.50. 


Defective media should be retumed to: Electronic Arts 
390 Swift Avenue 


South San Francisco, CA 94080 


In protective packaging, accompanied by (1) proof of purchase, (2) a brief 
statement describing the defect, (3) a $7.50 check (if beyond the initial ninety day 
warranty period), and (4) your return address. 


WHAT IS NOT COVERED BY THIS WARRANTY 


THIS WARRANTY DOES NOT APPLY TO THE SOFTWARE PROGRAMS THEMSELVES. THE 
PROGRAMS ARE PROVIDED “AS IS.” 


THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, 
EXPRESS OR IMPLIED. ANY IMPLIED WARRANTIES, INCLUDING IMPLIED WARRANTIES OF 
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED IN 
DURATION TO NINETY DAYS FROM THE DATE OF PURCHASE. ELECTRONIC ARTS SHALL 
NOTBE LIABLE FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES FOR BREACH OF ANY 
EXPRESS OR IMPLIED WARRANTY. 


Some states do not allow the exclusion or limitation of incidental or consequential 
damages or limitations on how long an implied warranty lasts, so the above 
limitation or exclusion may not apply to you. This warranty gives you specific legal 
rights, and you may also have otherrights which vary from state to state. Address all 
correspondence to: Electronic Arts, 2755 Campus Drive, San Mateo, California 
94403. Or call us at (415) 572-ARTS. 


Unless identified otherwise, all programs and documentation are 
©1984 Electronic Arts. 


105903 





How to Play 


Seven Cities of Gold 
Apple Il Family 


Seven Cities is a game of discovery. The instructions on this card will 
help you get started by telling you how to create a map disk and 
how to make one complete trip to and from the New World. You may 
then turn to the manual (inside the front cover of the package) if you 
want additional hints and information. 


4. MAKE A HISTORICAL MAP DISK - Boot side 2 of the game disk (i.e., 
put the disk in drive 1 upside down and turn on your computer or 
simultaneously press Open Apple, Control and Reset). Side 2 
contains the map you want to copy as well as the copy program 
itself, so when you see the message, “Insert the disk you want to 
copy from and press ‘space’...”, just press the . When you 
see the message, “Insert the disk you want to copy to and press 
‘space’...”, insert a blank disk. Continue following the prompt 
instructions as they appear (remembering that side 2 of the program 
disk is the disk you're copying from) until you see the message, 
“Good copy...”. 








\ = itle starts appearin 
F THE GAME DISK - Once the title si g 
raat ce may press the space bar at any time to complete 


complete title is on the screen, make sure 
el joystick pk and press - Then press the 
joystick button to select the highlighted “Play the Game” option. 
When prompted fo do so, remove the game disk and put your map 
disk in the drive, and press the button again to select Play a New 
Game". (If the highlight is not on “Play the Game and Play a New 
Game", use the joystick to move it there before pressing the button.) 


i joysti: ighli the level you want 
Finally, use the joystick to move the highlight to 
an ies the Bulton again. To play, choose any level except Demo. 


If this is your first trip, Novice level is recommended. 


3. SET SAIL - Use the joystick to move to the left to your ship. (Hold 
down the button to move faster.) At sea, set course (and “automatic 
pilot’) by pressing the button while you push the joystick in the 
direction you want to go. Study the screen border for information 
about the passage of time and your status. Note to novices: Set your 
course due west when leaving Europe and you will soon come toa 


very interesting island. 


4. LAND HO! - Sail in close and press the button. Use the joystick to 
move the highlight over “Drop Stuff Off” and press the button again. 
Now use the joystick to transfer men, food and goods from the ships 
fo a land expedition, (To move all of an item, hold the button down 
as you move the stick right or left.) When you’re ready, move the stick 
up until “leave” appears and Press the button. 


ges, pressing the button while 
ng it while at rest produces an 
P option, your position on 


5. EXPLORING - On land and in villa 
moving changes your speed, Pressi 
options menu. If you choose the view ma 
the map is approximately in the center. 


6. NATIVES - Villages are marked for novices. At other levels, you 
must stand still and look for the blinking light that signifies a village 
location. Once inside, look for the chief (who does not move) in the 
village center, being careful not to bump into too many inhabitants 
unless you want fo fight. If you get to trade, look on the bottom of the 
screen for information about prices and how many goods you have. 


7. RETURN HOME - Try the court for rewards, your home for a status 
report, the outfitters for new men and supplies, the PUD fo save what 
you've accomplished, then set sail again. 


CREATING A RANDOM CONTINENT MAP DISK - Start up the program 
as though you were going to play, then select “Create Another 
World” and follow the instructions as they appear on the screen. The 
creation process can take as long as 40 minutes. 


OTHER KEYSTROKES 
Py - discovers everything, if you Press while in your home in Europe. 


SyefeleTefelg - pauses and resumes the game. 


[I - To restart game. 
- Turns sound on/off. 


NOTE: Because of color limitations on the Apple, please ignore the 
color key in the chart on the back of the manual. Also, color is not 
used fo indicate changes in the seasons. If the ocean appears pink, 
turn down the tint adjustment on your monitor. 
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